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Thisstudyinvestigatestbe 鮎cts ofviolentvideogamesncognitive，a鮎ctive，physiologlCal，
andbehavioralreactionsrelatedto aggressioninterms of play style andimpression・Ⅵ屯also
examinethee鮎cts ofparticipationinthevideogames（playing vs．watching）．Theresults show
thatviolentvideo gamesincrease aggressivethou htand negativea鮎cts，butnot physiologlCal
reactions and aggressivebehaviorcomparedto anonviolentcontrolvideo game・吼en analyzedin
termsofparticipationlevel（playingorwatching），theresults revealedtb taggressivethoughtsare
activatedby stimulus－reaCtion andby thegraphic violence of videogames onlyintheplaylng
COndition，While negative a鮎ctsare arousedbygraphicviolenceinbothtbewatcbing and playlng
COnditions，andthataggressivebehaviorisねcilitated bygraphic violence onlyinthewatching
condition．
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RecentlyinJapan，neWSpaperSandtel vision
have devotedunprecedented coverageto iolent
crime．Inthe wake ofa series of atrocious
homicide
teenage
assumed
In one
and violentabusecases involving
boys，yOuthcrimesin particularhave
tbeimportanceofa maJOr SOCialproblem．
extremelybrutalcrimeinKobe‘City，
Hyogo Prefecture，in May1997，anelementary
SChoolboywas murdered，andbis headⅥraSCut
Oぽandleftinたont ofthegate ofthejuniorhigh
schooltbatthemurderer attended．Identifiedas a
Juniorhighschoolboy who
虻iend，themurdererwas
movies andto be absorbed
imaglnation．Inanotbercase
had beenthevictim’s
bund tolikehorror
ina world of violent
in February1998，in
Tbkyo，a juniorhighschoolboy attackeda
policeman witha butter凸y kn血inorderto steal
hisgun．Initsassessmentoftbe cause，theねmily
courtcon茄rmedthein凸uenceof violent video
gameson tbeo鮎ndeこAlateri‡1Cident（August，
2000，OitaPrefecture）involveda15year－01dmale
highscbooIstudent attackinga 払milyof six，
59
killingsome and wounding others．Reachingits
decision，the ねmilycourt alsobighlightedhe
innuenceofcruelvideogames and movieson the
boyo庁endeI二In responseto such violent crimes，
educationalexperts and authoritieshavesought
CauSeS and speculated abouttbesuddenimpulsive
expression of angerin schooIchildren，knownin
Japanesea “ゐ才柁翔（break out）”（Miyashita＆
Ohno，2002；1bkyoMetropolis，1999）．
E紆ec官＄0官VideoGame Violence
Thein蝕ユenCeOf media violence，i．e．，the
Violenced pictedinmovies and video games，has
O氏enbeenputぬrw訂das anunderlying払ctorfor
SuCh crimes．Althoughthisin触ence bas been
extensively researched sincethe1960’sin tbe
United Statesof Americaand Europe，SOCial
psychologyinJapanhasonly recentlybegunto
ta女eup violence and aggressio】1aSa SOCial
problemin need ofdeeperunderstanding．This
delaycan beattributedto twogeneralsociological
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払cts．nrst，Japanisa comparatively nonviolent
societyintermsofits violent crimerate．Japan’s
annualhomiciderate（tbenumber ofb micides for
everylOO，000people）is7－8timesless
Of The United States，andtherate
CrimesinJapanhassteadilydecreased
end ofⅥbrld 鞄rII．Second，the
tban that
ofbrutal
sincethe
post仰肝
economic recovery and socialtransformationof
Japanwere furthercharacterizedby thepopularity
of‘noblebero’programs forcbildrenas wellas
5α椚〟和才 血amasin televisionand print media
betweentbe1960’sand
COmmOnlytriumphedwith
and punished．Sostylized
moralbattlesbecome tbat
1970’s，Wheregood
evilrituallydefeated
did tbeportrayalof
theswordfightsin
5α椚〟和才 dramaswere seen more asbighly
developedart thanactualviolentencounters．
Thus，Violence has beenperceivedas extremely
rareincontemporaryJapanesesoci tyTbis has
generallyledto a mucblowerawareness ofissues
COnCerning aggressionand mediaviolenceinJapan
tbanin the W由t．Morespeci丘ca11y；SOCialand
Culturalsupportfor theimmediateneed to
research aggression and media violencebas been
limited．HoweveちSinceyouth violenceb camethe
払cus of public concerninthe1990’s，media
Violencehasnow gained attentionas a possible
importantunderlyingcause．
Despitetbischange of awareness，empirical
literatureon aggression andmedia violencein
Japanstillremains extremelyspars ．In spite ofa
bodyof research
Out intothis
nevertbelessto
generalizing such
in theⅥもsterncountries carried
Very phenomenon，Webave
be care如1in automatically
丘ndingsto thespec泊ccontext
0りapan・A魚rststepinresearchingthein恥ence
Of mediaon aggressivebebaviorinJapanthus
involvesmpiricalinvestigationof whetber
ViolenceincreasesaggressioninJapanas
been女）undtodointheⅦbst．
The 払cusof such empiricalresearch
mediaviolencecan be narrowedtovideo
Althotlghviolent audio－Visualmediasuch
media
it has
about
gameS・
as TV
programs and moviesinitiallyconstitutedhe
Centralconcernof sucb researcb
Huesman‡l，2001），Violentvideo
gainedincreasedattentioni
（Anderson＆ Bushman，2001）．
（Bushman＆
games bave
recent years
Comparedto
WatCbing violent videos，playlng
games maybavestronger e鮎cts
（Anderson＆Dill，2000；Dill＆Dill，
br severalreasons．抗rst，While
violent video
On theplayer
1998）．Thisis
playlng Video
games，playerscan experienceaggressionboth
positively anddirectlythrougbopportunitiesto
attack voluntarily andbehave ggressivelyThe
SeCOnd reasonisthataggressionas a bebavioral
repertoirecan be easily anddirectlymodeled，
rehearsed，and reinforced wbile playlng Video
games．Third，itisincreaslnglyeasyto transfer
aggressivebebaviorintoreallifeb causerecent
developmentsingraphictechnologyallowtbe
Video game worldto simulate realworldever
more closely二The点nalreasonistbatvideo game
playersmay quicklyidentify withtherole ofan
aggressor andbeabsorbedintheviolent world of
thevideo game．
As forplayeridentiムcation witha characteち
We WOuldliketo emphasizeinthispaperthat
tbereare di鮎rentstages ofidentiムcation
Of the degreeof playerinvolvement
点ctitious（media）world．Naturall洪the
involvementin the media world，
identificationor synchronization withtbe
interms
in he
levelof
thatlS，
role ofa
Video game character and absorptioninthemedia
WOrld，Willbeigherinplaylng Video gamesthat
reqlユ1reth playertoactively manlpulate charac－
tersratherthanmerelyto watcba
良aturesofvideo gamecan alsobe
a∬ectto di＃erent degreestb levelof
nthemedia world．Althoughthere
Video．Some
expectedto
involvement
are VarlOuS
typesofviolent videogames，RolePlaying Games
（RPGs）thatrequire playersto assimilate
themselvesintotberole of a‡1erO Willinduce
deeperinvolvementthanvideo gamessuchas
ShootingandActiontbatsimplyrequlre playersto
reacttoa glVen Stimulus．
Exp¢rim¢n由IRes¢arChon Video Gam¢
Vio暮ence
The 缶ndingsof experimentalstudiesinto
Violent videogames sincethelatterhalfof1980’s
produceconsistent丘ndings（Anderson＆Busbman，
2001；Anderson，2004）．Andersonand Bu bman
（2001）and Anderson（2004）concluded血）mtheir
meta－analytic reviewofthevideo gameresearch
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1iteraturethatviolent video gamesincrease
aggressiveb havi叫physiologicalarousal，and
aggressionィelatedthoughtsand kelings．Tbe
GeneralAggressionM del（GAM；Anderson＆
Bushman，2002），Whichistbemost recenttbeory
Of aggression，SuggeStSthataggressive cognition
andemotion（a鮎ctandarousal）1eadtoaggressive
behavioIこSpecificall沸Bushman＆Anderson（2002）
arguethat“recentexposureto violent mediacan
CauSe Shorトtermincreasesinaggressiontbrough
itsimpacton a person’s presentinternalstate，
representedby cognitive，a鮎ctive，andarousal
v拡iables”（p．1680）．Inshort，GAMisthemost
use如1缶ameworkforgrasplngtbe e鮎cts of
Violent video games．Accordingto thisGAM，tbe
鮎st hypotbesisintbepresent studywas as
follows：
拗0娩gs由J．Violentvideo games willleadto
a greaterincreasein aggressive cognltlOn，emOtion
（a鮎ctandarousal），andbe‡1aViorthannonviolent
Video games．
HoweveI；WeWOuldliketo focusattentionon
SeVeralproblemsabout researcbdesignand
methodin previous studies．
伽椚g乃ダgざ
Rrst，tbeviolent video games usedin
experiments of previousstud esdi＃er なomone
studyto anotheちbut apparently violent and
aggressive video games suchas S‡100ting（Cooper
＆ Mackie，1986；Silvern＆ Williamson，1987），
Action（Irwin＆Gross，1995；Schutteetal．，1988），
andFighting（Anderson＆Murph沸2003；Ballard
＆Linebergeち1999；Bartbolow＆Anderson，2002；
Kirsh，1998）havebeenpredominantly usedas a
stimulus．Tbesevideo games requlretheplayerto
demonstratea simplebutaccurateskillin reacting
to a stimulus
monstersor
anotheちOr
while alltbe
（ timulusィeaction）bysho tingdown
invadersthatappearone after
punchingand kiclくinga adversary
I
tim defendingagainsttheadversarys
successivecounteトpunCbes andkicks．In血ct，ぬr
thesimplereason thatviolent video gamesdi鮎r
intermsofgraphics，COntent，Operation，ands or洪
uslng Onlyone typeof videogameforempirical
investigationcannot providea validbasis ぬr
inkrring thatviolent video gamesleadto
aggression・R汀instance，RolePlayingGames
（RPGs），a
i ent軸ing
i．e．，taking
thestory
Characters
mainstream video game genre，involve
W tbthecbaracterinthevideogame，
On therole ofthe beroand advanclng
On aJOurneytO fightanddefeat bad
（role－identi点cation）．Similarlぅちa reCent
V deo game calledÅctionRPG（ARP）withboth
RPG andActiongamefeatureshas beengalnlng
popularityIn examining
Video games，itish11S
di鮎rentgenresor featlユreS
Ⅵ1kawaand Ybshida
preliminaryinvestigation
the e＃ects of violent
necessaryto consider
Ofgame．
（2001）conducteda
Of how to estimate
Violent video gamesintermsoftheplay style．
Tbey dividedviolent videogames intosix
genresl）（RPG，ARRAction，Rgbting，Sbooting，
and Gun－Shooting）inadva ce，and asked25
undergraduate st11dentsto ratetheplay style of
12popularvideogamesselected丘・Om eaCb genre
O litems．A ねctoranalysIS Oftheitems
indicatedhatsuc壬1Video
intotwo types，namely
and“role－identification
tion typer qulreSa
re幻exes，COnCentration，
ment，Whereas
On tbinking
adve tureand
theplayercan
games couldbeclassi畠ed
“stimulus十reaCtiontype
type・”Thestimulusィeac－
manlpulationtechnique，
ction and activemove－
therole－ident泊cationtype depends
and bebaviorselection，COntains
StOr洪prOVidinga contextin wbich
easilyidentify（synchronize）witb
1）violentvideo gamescan berougblydividedintosix
genres accordingto theircontent and purpose・In
“RアG（RolePlayingGame），”playersbecomea hero
and advanceon tbeirjOurneythrough thestoryby
defeatingbadcharacters andhelpingother（s）
a princess）indistress．In“Action，”players
Clear severalstagesby maneuvennga
tbrougbvarious actionssuch asJumplng，
andattacking．“ARP（ActionRolePlaying）”
（usually
haveto
cbaracter
ruIlnlng，
contains
bothelementsofRPG and
Action．In“Rghting，
playersmaneuver a martialartisどspunchesand
kicksin鞄btswi b other characters．In“Shooting，
players clear severalstagesby pilotinga jet丘gbter
toescape丘omconstant enemy attack ando shoot
downtbeenemyplanes・In“Gun－Sbooting，players
operatea gun－Sbaped controldeviceaimedatthe
screenand snlpeattheenemies bown・Oneofthe
most 払mous violent video gamesintbe Ⅵねst，
Wolfenstein，muSt belong toActionor ARP Another
ねmous game，MortalKombat，isa typicalnghting
game・Butthese twogamesare not welトknownor
popularinJapan．
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thecharacteror haveempathy女）rthecbaracteこ
Deeperinvolvementinhemedia mightlead
to more aggression．As mentioned earlieちthe
levelofinvolvementintbemedia world willbe
deeperwherevideogamesinclude slgniムcant role－
identi丘cation．Itisalso saidthatviolent video
gamesbavestronger e鮎ctson aggressiontban
Violentvideos（Anderson＆Di11，2000；Dill＆Dill，
1998）．Oneofthereasonsis supposedto bethat
Videogame players may quicklyidentify withth
role ofan aggressor andbe absorbedinthe
Violent world oftbe videogame（Anderson＆Dill，
2000；Dill＆ Dill，1998）．Ⅵねtberebrecontend
thatviolent video gamesth tcaninducedeep
involvement（absorption）inthemedia world and
easy identi丘cation（syncbronization）witbthe
Characterwillincrease aggression十related reactions
easilyこIn consideration ofthe theoreticalback一
節Ound basedon GAM（Andreson＆ Bushman，
2002；Bushman＆ Anderson，2002），We
assume that ther ason ofthepossibility
喝greSSiveb haviorcouldbe払cilitatedwhen
ident泊cationgames are used is that
aggressive cognition and emotion evokedby
may
that
role－
the
role－
identificationgames wi11bemore activatedand
COnSequentlyleadto aggressivebehavioreasily．
Then，thesecondhypothesisintbis tudywas
establishedas fo110WS：
拗0肋どぶゐ2．Greaterdegreeof role－iden雌ca－
tionwillleadto a greaterincreaseinaggressive
COgnition，emOtion（a血ctand arousal），and
behavioI二
Violentvideogames canbe classi鮎dnotonly
by tbeplay style，but alsobytheimpression that
tbegames makeon theplayeこ恥rexample，Video
gamesthatdepictviolenceina realistic，Cruel，
and shockingmanner di鮎rin tbeimpressions
that theyimpart 血・OmVideogames presentlng
Violencein a鮎tional，訂tisticandねn astic way・
恥kawa andassociates（恥kawa，Endo，＆恥shida，
2001；恥kawa ＆ ％shida，1999）examinedthe
e鮎ctsof violent videoson aggressivebehavior
たom theperspective of“Grapbic，”i．e．，Crueland
Shockingimpressions，and“払ntasy；i．e．，鮎tional
and artisticimpressions・Their点ndingsuggest
tbatgraphic violentvideos払cilitateaggressive
behavioronly when a喝erisevokedby
provocations prlOrtO WatCbingthevideos．正we
interprettheseresultson the basisof GAM，
aggressive cognition and emotion causedby
graphic violence”in violent Videos and supple一
m ntedby provoked angerledto aggressive
behavior」Thus，itispredictedthat tbein幻uence
Of media violence willv訂yln aCCOrdance withthe
impressionreceived丘・Om Video games．Therefore，
the thirdhypothesisinthepresentstudywas：
拗0肋β5由3．Greater degreeof graphic
Violence wil11eadto a greaterincreasein
aggressivecognition，emOtion（a庁ectandarousal），
andbehavioこ
翔r′gc砂α≠わ〝
The second maJOrねctorwith animportant
effecon ag酢eSSivebehaviorisparticipationin
video
merely
games．Here we di艶rentiate between
WatChinga video gamebeingplayed and
actua11y
violence
videos
playlngthe
studiesthat
（8uhsman＆
examineda passive，
media．The critical
WatChing videogames
liesinthe ねct that
Video game．Most media
havebcusedon violent
Huesmann，2001）have
One－Wayinfluence ofthe
di任erencebetweenonly
and playing video games
in actualplaying players
participateinhe点ctionalandvirtualworld ofthe
game，ident軸（synchronize）withthecharacteち
and areinteractivelylnVOlvedinthemedia world
bymeans of voluntarythinkingandjudging．恥om
仇is，WeCOrわecturethat thedegreeofinvolvement
in themedia Ⅵ℃rld maybe diぽerent between
merelywatching video games and playlng Video
games・Intum，tbis difference betweenplaylng
and watching video gamesmayleadto di鮎rent
e鮎ctson aggression－relatedre ctions．
Onlytwo studieshaveexamined participation
inviolent video games，butneitberfoundany
di鮎rence betweenplaying andwatching（Cooper
＆Mackie，1986；Graybilletal．，1987）．Howeveち
bothstudies
gamenextto
Videogame．
manlpulations
playing）were
placedthesubjectsobseⅣ1ngthe
thesubjectswbo were playingthe
In other words，the experimental
Ofthetwo conditions（watchingand
Operatedatthesame time．A亡茄rst
Sight，thisprocedure appearsto be e戊ciently
directedtowardexaminlng participationby con r ト
1ingthestimulusplCtureb tweenthewatcbing
and playingconditions（i．eリthesゆjectswere
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exposedto thesame visuallnputinboth
COnditions）・Howeveちintbisexperimentalsitua－
tion，inevitableinteractionsbe ween tbewo
酢OupS Ofs叫ectsprovidea confounding v拡iable．
CooperandMackie（1986）permittedthesubjects
in the watching conditionto glVe advice and
encouragementto tbes巾jectsinthe playlng
COndition aslongas they didnottouchthevideo
game device・Although Graybilletal．（1987）
instructedthe observersnot to talkto the
players，tbereisstii王a big王1pOSSibilitythat
implicitinteractionmay havetakenplace．The
Su切ectsintheplaylng COnditionarelikelyto be
physiologicaily arousedand socially払ci王血ted by
thepresence of another person observlngtheir
playlng・mrthermore，iftheobserver glVeSthe
Subjectsany advice and encouragement，the
players and observers willねelasense of mutual
participation．
tbesubjects
Wi11feelas
gameat the
On theotherband，itiscertainthat
in thewatching（observing）condition
iftheyare also playlngthevideo
Same time，thisbeingcausedby tbe
presence of anotherperson absorbedintbevideo
game．In short，thetwo peopleinthisituation
Seem tO havea common experience of participat－
1ng t（唱etberin
COnfounding e鮎ct
absoluteiy clear
attributedto the
thus necessary
tbe game．Becauseof tbe
Of suchinteraction，itisno
Whetherthe resultscan be
e鮎ct of participation only．Itis
to operationalizethesetwo
COnditionsseparatelyOn topofthat，tbeyoked
COntrOltechnique，in whichtheslユ切ectsoftbe
WatChing and playlng COnditionsare exposedto
tbesame visualmaterial，muStbe usedin order
tocontrolthe stimulus picturebetweenonditions．
As previouslydescribed，themedia e鮎cts of
払cilitatlngag reSSion－related reactions wi11be
StrOnger When peopleare absorbedinthemedia
WOdd or wben tbeyidentify（synchronize）with
thecharactereasily（Anderson＆Di11，2000；Dill
＆ Dill，1998）．Inaccordance withGAM，We Can
alsoassume that the
emotion evokedby
probablymore strongly
aggressiveb havior
Violenceas a player
observe violenceas
aggressivecognition and
media violence willbe
activated and connectedto
When people experience
inpersonthanwhen they
a bystandeェIt’s because
playlng Canleadtomoreincreaseinabsorption
andidenti丘cation（synchronization）thanwatching．
Thus，WeCan predictthat theactualplaylng Ofa
Violentvideo game maylnCreaSeaggressionmore
thanthe mere watching oftbegame played．
Hencethe女）rth hypothesisinthepresent study
WaS aS女）110WS：
拗0肋βSゐ4・Playingviolent videogames will
leadto a greaterincreasein ag酢eSSiveco nltlOn，
emotion（a庁ectand arousal），andbehaviorthan
WatChingviolentvideo games．
Purposeo官肋e Pres母ntResearch
As has beenco tended above，itisnecessary
to examinetheeffects of violentdeo gameson
aggressionby takinggametypesand participation
intoaccount・Then，Weaim toinvestigateth
e鮎cts of violent videogames empiricallyby
means oftesting the four hypothesesglVen・The
present studyisdividedintotw studies．Studyl
estimates violent video games・Usingther ults
OfStudyl，theseぬurbypotbesespresentedare
examinedinStudy2．
＄TUDYl：E＄TIMATE OF V書OLENTVID∈O
GA閲監S
Purpose
In Studyl，Weattemptedto estimate violent
Video gamesintermsoftheplaystyle（stimulus－
reactionor role－identi点cation）andtbeimpression
（graphicviolence orねntasyviolence）ofgames．
Me宅hoc8
Priorto thestudy，Violent video gameswere
dividedintosix genres；RPG，AR‡ミAction，
Rghting，Sbooting，andGu －Sbooting．Ⅵ屯selected
14 violent video gamesby chooslngbesトSelling
SOftware（Karitajian，1998；MediaCreate，1999）
缶om eachgenre．R）rty（32male，8 ねmale）
undergraduatesなom theUniversityof 瀧ukuba
participated voluntarilyin tb sstudyこThe
participantswere askedto ratetbeplay style and
impressionf thegamesthat theybadplayed
beforeon a5－pOintscale（1＝ざわ℃タめゐ噸叩βtO
5 ＝S如喝勿昭和β）ぬrthe14videogames．The
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play style ratingscale consists ofllitems．These
are：“Itbasastor沸”“Itcontainsactivemovement，”
“Itispossibleto selecthe behaviorf tbe
Cbaracteち’’“ItrequlreSre鮎ⅩeS，”“It requlreSthink－
1ng，’‥1trequlreSmanlpulationtechnique，”“‡tis
easytoidentify（syncbronize）withthecharacteち”
“Itcontainsaction，”“Itis easyto empathize witb
thecbaracteち”“It requlreS COnCentration，and“It
〃
COntains adventure・’’Tbeimpressionratingcale
contains9
“shocking，
realistic．”
responses）
197，
items：“Violent，”“real，”“鮎tional，”“cruel，”
〃り け〃 け
artistic，entertaining，terrifying，and
The totalnumberof games（total
that theparticipantshadplayedwas
R¢Su托s
叫J妙おq′朽〃お〝J朽‘お〃払椚朗
鞄ctoranalysis（principalねctor metbod）was
per払rmedforthellitemsregardingtheplay
Stylebycombining allresponsesto the14games
（totalresponses＝ 197）．′Ⅰ如0ねctorswere
extracted・Tbev訂imax rotatedねctorloading
matrixis s壬10Wnin瀧blel．Asshownin’払blel，
the丘rst払ctorwasinterpretedas tbe“stimulus－
reaction”ねctoち
10adingsonitems
り▲i－
tion technique，lt
action，”“itrequlreS
becauseit has high 血ctor
SuCh as“it requlreS manlpula－
II〃一
requlreS re幻exes，1tCOntains
COnCentration，and“itcon－
tainsactive movement・”ontbeotherhand，the
SeCOnd血ctorwasinterpretedas the“role－
iden雌cation”ねctoこThisisbecauseit has high
払ctorloadingsonitems sucb as“itis easyto
identify（synchronize）withthe characteち”“itis
easyto empathize withthec aracteち’‥‘itrequlreS
｝I〃－
thinking，1tCOntains adventure，”“ithasa stor洪
and“itis possibleto selectthebehaviorfthe
characteェ”The resl力tswere consistentwi hthe
魚ndingsof Ⅵ1kawaand Ybshida（2001）wbo
Classi去ed violent video gamesinterms of play
Style．
′払ble2displaystheaverage払ctorscores of
each14video game．Tile Video games withhigb
Stimulus十reaCtion（SR）were“BIOHAZARD2，”
“CRASHBANDICOOで‥‘supERMARIO
“TEKKEN 3，”“sTREET FIGHTER ZERO
64，”
2，”
“ⅤIRTt仏COP2，”and“THE HOUSE OFTHE
DEAI）2，”whereasthevideogames withhigh
role－identi丘cation（RI）were“FINALnlNmSY
VII，”“FIMLnlNTASY ⅥⅠⅠ”and“BIOHAZARD
2．”
jl轡㌢朗ざわ〃q′打わお〝g閃（おβ仇椚gざ
Ⅶe perbrmedfactoranalysis（principal払ctor
method）brtbe9items on theimpressionf
Videogamesby combining allresponsesbr the
14 games（totalresponses＝197）．Again，tWO
ねctorswere extracted．Thevarimax rotatedねctor
loadingmatrix appearsin取ble 3．A glanceat
′払ble 3revealsthatthe first 払ctorwas
interpretedas the graphic violence”ねctoち
becauseit has highねctorloadingsonitems uch
瀧blelぬctorloadingMatrixofPlayStyle
ofViolentⅥdeoGames
払ctorloading
Item 払ctorl ぬctor2 Communality
ItrequlreS
ItrequlreS
Itcontains
ItrequlreS
Itcontains
Itiseasy
Itiseasy
Itrequ汀eS
Itcontains
manlpulation
re幻exes．
echnique．
action．
COnCentration．
activemovement．
toidentify（synchronize）Witthecharacter：
toempathizewiththecharacteI二
thinking．
adventure．
It hasa story．
Itispossibletoselectthebehaviorofthecharacteこ
ぬctorcontribution（SumofSquareS）
β9
β∂
β0
〃
甜
04
11
01
10
39
ー．02
15
07
09
14
ファ
69
（諺
々9
79
76
64
51
48
59
49
46
25
4β
．38
．21 ．こぼ ．18
3．36 2．19
♪ぁお・払ctorl＝Stimulus－reaCtion，払ctor2＝Role－identiムcation．
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as“cruel，”“violent，”“terrifying，”“sbocking，real，”
IIll
and“realistic・”The secondねctorwasinte叩 eted
as tbe“血1taSyViolence’’払ctoちSinceithas high
ねctorloadingsonitems slユd as“訂tistic，”
“鮎tional，”and“entertaining・”Thisresultwas
COnSistentwi htbe点nding by「ぬshidaandⅥ止awa
（2000）concerningtbeimpressionofviolent videos．
Theaverage払ctorscores br eacb gameare
presentedinTゝble2．Thevideo games withhigh
酢apbicviolence（GV）were“BIOHAZARD2，”
“払RASITE EVE，”“ⅤIRTUR COP 2，”and“TIiE
HOUSE OF TIiE DEAD2．”Tbe video games
withbigh ぬntasyviolence（FV）were“FINAL
fANTASY VIII”“sTREET FIGHTER ZERO 2，”
and“RAYSTORM．”
STUDY2：EXP巳R暮MENTALTEST OF
V10LENT V書DEO GÅMES
Purpose
In Study 2，WeSelecteddi鮎rent typesof
Violent video gamesinterms oftheplay style
（stimulus－reaCtionor role－ident誠cation）andthe
impression（酢aphicviolenceor 払ntasyviolence）
Of games and examinedtbe e鮎cts of violent
′払ble2 血erage払ctor ScoresofPlayStyleandImpression ofⅥ01entVideo Games
Playstyle Impression
Genre Game SR RI GV FV
RPG FINAL nlNTASY VII
FINAL nlNTASY VIII
SAGA FRONTIER
ARP
Action
BIOHAZARD2
群はASITE EVE
CRASH‡ミANDICOOT
StJPER MARIO64
nghting TEKKEN3
STREET FIGHTER ZERO2
Shooting RAYSTORM
ACE COMBAT
Gun－Shooting VIRTUA COP2
TIME CRISIS
THE HOUSEOF THE DEAD2
ー1．15 ．46
－1．50 ，50
－1．67 ．19
45
．71
45
．26
64 －．48
40 －．18
72 －．17
56 －．22
24 －．91
23 －．51
44 －．55
36 －，37
43 －．11
－．47 ．14
－．31 ．78
－．89 －．77
1．27 －．33
．81 －．46
ー1．00
－．92
．21
．13
20
51
43
01
15
22
53
30
19
11
．03 －．39
1．24
．16
♪わお．SR＝Stimulusィeaction；RI＝rOle－iden雌cation；GV＝grapilicviolence；FV＝払ntasyviolence・
瀧ble3 ぬctorloadingMatrixofImpressionofViolentVideoGames
払ctorloading
Item 鞄ctorl 払ctor2 Communality
Cruel
Violent
′托rd付ing
Sbocking
Real
Realistic
Artistic
Rctional
Entertalnlng
ぬctorcontdbution（Sumofsqu訂eS）
＆7
．βJ
．77
．77
．∂4
．5タ
．16
一．06
03
．67
05
．67
18
．62
12
．52
14
．43
09
．35
彪，
．69
40
．16
－．08 ∴好 ．14
3．22 1．03
肋ね．ぬctorl＝GrapbicViolence，沌ctor2＝払ntasyViolence・
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Videogameson cognitive，a丘ective，pbysiological，
andbeb抑ioralreactionsrelated with aggression．
Ⅶb alsoinvestigatedthe 鮎cts of participationin
Video gamesby dividingparticipantsintotwo
groups：A groupwho actually playedthevideo
games anda group who merely watcbedthevideo
gamesbeingplayed．
Overview
One hundredmale undergraduatesindividua11y
participatedintheexperiment witha confederate．
nrstof a11，participants’
reactions（systolicand
and pulserate）were
provocation manlpulation
participantsinthe
paradigm．A托erthis，
Videogame（i．e．，the
otherhaげ of them
recording ofthe
participantinhe
baselinesof physiological
diastolic bloodpressure，
measured．二Next，the
WaS performedぬr all
brm of a teacher－1earner
haばofparticipants playeda
playingcondition），Wbilethe
merely watcbedth video
game beingplayedby a
playingcondition（i．eリtbe
WatChingcondition）．払rticipantsplayedor wa cbed
eitherone of5violent video gamestbatv訂i din
termsof
（control）
to tbe
reactions
described
exposed
and also
play style andimpressionor anonviolent
game．Immediately afterbeingexposed
Video game，participants’physiological
Were meaSured．Then，participantsなeely
their thoughts thatoccurred whilebe ng
to thevideogame（cognitive reactions），
ratedtbeiraぽective reactionstoward the
Video gameon twenty6－pOintunトpOlar scales．
Subsequen軸participants’
WaS meaSuredby means
paradigm．Atthe last
participants’baselines of
Were meaSured agaln．
aggressiveb 壬1aVior
oftbe teacbeト1earner
Of thisexperiment，
phy iologlCalreactions
網¢納od
伽rgわ申α〝由α乃♂一俵お〃（払椚gぷ
One hundredandtwentymale under酢aduates
缶om Universityof瀧ukuba，Whodidnot m句Orin
psychology andwere n盛Ve tO a pSyChological
experiment，participatedvoluntarilyintheexperト
ment・瀧n participantswere randomly asslgnedto
eitherplayorwatcbone of5violentvideogames
Or a nOnViolent game・Onlymales wereincluded
in tbe experimentbecausemalesmore easily
ねcilitateggressivebehaviorafterplaylng Violent
Video gamesthan払males（Bartholow＆Anderson，
2002）andalso usuailyhavemore experiences of
playing videogames（Anderson＆Dill，2000）．
On the basisoftheresults ofStudyl，We
Selected5violent video gamesなomthe14games
usedinStudyl，Whichvariedinterms of play
styleandimpression：“附STORM，’‥甘耶AL
nl対仏SY VIII，’′
OF THE DEAD
GO BY TRAIN！
Sim111ation game，
（control）game．
伽〃eg♂〟rβ
P打ticipants
“pARASITEVE，’‥‘THEHOUSE
2，”and“BIOHAZARD2．’‥‘LET’s
2，”whichisa railroad operation
WaS employedas a nonviolent
individua11y
apparent experiment called
Of video gameson thoughts
tookpartin the
a study ofthee鮎cts
and creativity witha
male con由derate poslngaS anOther participant．
Participantsandtheconねderatewere seated with
a partitionbetween tbem．Inadvance ofsome
experimentalmanlpulations，participants’baselines
Of physiologicalreactions（systolicand diastolic
bloodpressure，and pulserate）werem asured
uslngan autOmatic electro－Sphygmomanometer
（OMRONHEM－609）positionedon tbe non－
dominantarm a允ertheywereinactivebr 3
minutes．
First，eaCbparticipantwas provokedto boost
thelevelofangeこThe provocation manlpulation
WaS per女）rmed accordingto a“1earnlngtaSk
（teacber－learnerparadigm）’’（Geen＆Berkowitz，
1966；Berkowitz ＆A払oto，1973）inw・hicba
personintheteacher’sroleevaluatedtheproblem－
SOlvingideas ofa personinthelearner’srole．
ThelearnlngtaSkisone ofthetypicalstandard
metbods generally usedto measure aggressive
behavior（Baron＆ Richardson，1994）．Inthis
Study，Weadoptedthislearnlng taSkforthe
reason tbattbeprovocation manlpl滋ationbefo托
theexposure of videogames andthemeasure－
ment ofaggressivebehavioraftertheexposure
make a setin thelearnlng taSk・Tbetask
employedwas called“thecreativitytask・”Here，
theねmaleexperimenter explainedthat the task
tested thee鮎cts of video gameson thecreation
Ofideas・Next，tbe participantswerein払rmedthat
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One Of them（i．eリ
COnfederate）wouldtake
Creatlngideasb 払rethe
in ordertoinvestigate
the participantor the
the role of alearner
exposure of video games
th di＃erenceb tween
beforeand aftertheexposure・托rticipants鮎st
becamethelearner bypre－arrangedlotrawi喝，
andthen describedtheirsolutionsto5problems，
be女）retbeconkderateas theteacberevaluated
each solutionone by one
Accordingto previous studies
1966；Berkowitz＆ Alioto，
thatparticipants solvedwere
Out OflO points．
（Ge n＆Berkowitz，
1973），tbeproblems
such as“What would
you do to raisetherecord of
Saies ofsome heaithimprovlng
5problemsemployedare shown
The experimenter also explained
Why the teacherevaluatedwas
learner bypunishmentin order
Creation ofideas．
Describingthesolutionwas
thedoor－tO－door
eq111pmentS？”AIl
intheAppendix．
tbat thereason
to pressuretbe
to 伝cilitatetb
1imitedto one
minute．nve solutions of participantswere then
evaluated as4，3，2，2，and3pointsrespectivel）乙
Basedon these
8，9，9，and8
1evelwasabout
缶nishingthe
partlClpantS
impressions
participants
OK evenif
A氏er
tbeywere
points，partlClpantSWere glVen7，
noiseblasts（thesolユnd pressure
90dβ）throughheadpbones．A托er
task，the experimenterasked
and t‡1eCOnねderate abouttbeir
Ofthe task．7bverbaily provokethe
as well，the conぬderate asked，“Isit
bissolutionsare so poor？”
tbe participantsbad beenprovoked，
exposedto a video game．Halfthe
participants played
playingcondition）．
menter read aloud
tbe vi eogame（i．e．，tbe
Speci丘ca11ぅち 鮎st，theexperi－
a briefcommentaryon tbe
backgrotlnda pu叩OSe Ofthevideo game，before
explaininghow to playit care如11yAfterthe
participantshadpracticed playlngthegamefor5
minutes，theytbenplayedt壬IeVideo game払rlO
minutes．The picture ofthevide game playedby
each participantwas recordedon videotape．The
Otherhalfoftheparticipants watchedone ofthese
recordedvideos（i．e．，thewatchingcondition）．That
is，誠terreading aboutthebackgrotlnda pu叩OSe
Ofthevideo game，tbeexperimenterinstructed
theotherhalfoftbepartlClpantStO WatCbtbe
Videorecording（10minutes）ofthevideo game
playedby a participantinbeplayingcondition．
Thiswas basedontheyokedcontroltechniquein
Which onlyone participantin thewatc ing
COndition watchedthevi eo recordingofo lyone
participantin theplaylng COndition．Thevideo
gamebeingplayedwasshown ona25血chsqua托
COlorscreen thatwas about5ket away血・Om the
participants・Thevid o gamed viceusedinthe
playing conditionwas 物お才わ乃（SONYSCP払
5500）orヱ）柁α桝Cαぶf（SEGAHKT－3000）．Inthis
game session，theconfederatewas apparently
exposedto（watchingor playing）t壬IeSame Video
gameas tbeparticipants
A氏er exposureto
experimenterm asured
pants．Rrstof all，
measures were taken
did．
the video
thereactions
post瑠ame
immediately
game，the
Of particト
physiologlCal
afterthe
participants completedplaylngOr WatChingtbe
Video game．Next，inorderto measure the
COgnitivereactions，tbe experimenterdistributeda
brm（whicbcontains32（8× 4）matrices）and
askedtheparticipantsto describeinwordswitbin
3minutesthe tboughts that theydhadwhile
beingexposedto thevideogame（thoughト1isting
technique：Cacioppo＆Pett沸1981）．Thistechnique
isa typicalmethodto measu托COgnitive reactions．
We useditas theindexof cognitive reaction，
bllowingprevioustudies（Busbman＆ Geen，
1990；Calvert＆′払n，1994）thathadexaminedthe
e任ectsofviolent videosor vi lent video gameson
COgnitive reactions．Tben，participantswere asked
to rate theira鮎ctive reactions regardingthe
Video game on20items，uSinga6－pOint unトpolar
SCaleranging缶oml（乃0才々βg）to6（sわ℃喝少々幼．
Basedon theresearcb ofⅥ1kawaandlゐshida
（2001），Weemployedthe fo110Wing items：
“re女eshed，”“なigbten舐”“vaca鴫angr沸’‥‘happ）ち”
“gloom沸pOⅥrerless，”“hostile，”“血e，”“disgusted，”
II
empt耳”“bate免Il，”“annoyed，”“uneasy，“irritated，”
“dep托SSed，”“disturbed，”“vexed，”“sad，”and
“tbrobbing・”
Afterrespondingto
questions，tbe experimenter
taskagainto measure tbe
participants．Thistime the
Other words，participants
tbe above－mentioned
mpioyedthelearnlng
aggressivebehaviorf
roleswere reversed．In
as the teacherw re
glVenthechanceto evaluateheproblem－SOlving
ideasoftbeconfederateas thelearne】；andto
delivernoiseblaststo bim accordingto tbe
68
evaluations．
and prepared
doto attract
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Tbe con払deratewas glVeprOblems
solutions sucb as“What would you
manycustomerstoaninconveniently
10Catedsupermarket？”（tbe problem）and“Launch
a bigadvertisingcampaign“（the solution）．The
answers oftbeconぬderatewere tbesame br all
COnditions．Al15problemsandthesolutionswere
ShownintbeAppendix．
A氏er finisbing t‡letaSk，participantswere
askedto evaluateheplay style andimpression of
thevideo game．Theitemsabout play style and
impression
play style
impression
participants
abso叩tion，
rating of
usedherewere
scale consists
scale contained
wereinstructed
如n，di払culty；
Same aS tudyl：The
of llitemsandthe
9items．At thispoint，
toratefourquestions；
and 払miliarity Tbe
absorptioni to thevideo game
（ident泊cationor syncbronization wit‡la Character
Of thevideogame）wason 6－pOint
Sわ℃ナち妙ゐ喝㌢gg tO 6ニ5如喝抄聯g）：
COntentWaS“Ⅰね1tlikebebavingasifI
themain cbaracteこ”mn anddi銭culty
gameswere rated
＝Sわ℃プ確妙dゐ研β
払miliarity（playing
WaS anSWeredon
SCale（1＝
Theitem
had been
of video
On a5－pOint uni－pOlarsca e（1
to 5＝5わ℃喝砂聯g）．nnally；
experience）oftbevideo game
a5－pOintscale（1＝〃g少βγ〆町βd，
2＝ク吻′gdαJ宮地，3＝頚g町gd，4〒♪妙gd〃g叩椚伽Cゐ，5
＝α如α砂cggα柁の．These払w questions suchas
absorption，如n，di放cultyand ねmil血ityabout
Video gameswere measured血T COn鮎mingour
experimentalmanlpulationand statisticallybeing
COntrOlledintheanalysesofthee鮎cts of切deo
games：T‡1eSeVariables wouldbe ikelyto
in幻uencethee鮎cts of videogames（Anderson＆
Dill，2000）．
A允er participants－baselinesof pbysiological
reactionswere measured agaln aftertbeywere
inactive女）r3minutes，thefemaleexperimenter
gave participantsa carefuldebrie血g ofthe
experiment・Sheexplainedthe proceduresand
b押Otbesesoftbisexperiment，disclosedthecover
StO叩and asked participantsifthey hadnoticed
these hypothesesor cover storyduringthe
experiment・〟1participantsansweredtbat they
hadnot noticedthem・A托er tbankingwitba small
present，theexperimenterdismissedparticipants．
肋αざ〟アgざ
乃砂5砂わα乃d才〃ゆ柁ざぶわ乃．恥okindsofscores
about play stale of video gameswere calculated
On tbebasisofStudyl：Stimulus－reaCtion（SR）
WaS tbecomposite averaged
manlpulationtechnique，”“It
contains action，”“ItrequlreS
I〉
COntains activemovement；
score of“ItrequlreS
requlreSre鮎ⅩeS，’‥1t
〃
concent ation，and“It
role－identi魚cation（RI）
was thecomposite averagedscore of“Itis easy
toidentify（synchronize）withtbecbaracteち”“Itis
easyto empathize witbthec aracteち”“It requlreS
thinking，”‘1tcontains adventure，”“Itbasa stor沸”
and“Itis possibletose ctthebehaviorftbe
cbaracteェ”The coe銭cientCronbachalpbas calcu－
1ated fbreach scoreinStudy 2w・ere．62（SR）
and．60（RI），Wbicbappearedin′指ble 5．One
participantinthecondition of watcbinga control
Video gameねded to answer the SR and RI
questions，While oneintbecondition of playinga
Violent video gamefailedto answer tbe SR
questions．
On theotherhand，Wealso computedwo
l【indsofscores aboutimpression of video games
On theground ofStudyl：Graphicviolence（GV）
WaS thecomposite averagedscore of“cruel，”
“violent，“terrifying，”“sbocking，“real，”and
“realistic”；如ItaSy
COmpOSite averaged
and “entertaining・
alphas calculatedわr
Violence（FV）was the
score of“artistic，”“鮎tional，”
The coe銭cientCronbach
each scoreinStudy2were
．71（GV）and．29（FⅥ．The
alpba ofFV was so
extremelylowthatwe decidednotto use this
Variableinthe furtberanalyses．The alpha ofGV
WaS preSentedin′指ble5．伽oparticipantsinhe
COndition of watchinga controlvideogame and
WatChinga violent video game respectivelyね㍊ed
toanswer tbeGV questions．
肋桝ゐgγ 〆 肋0喝ゐ奴Independentlyof the
experiment，tWOraterSClassi鮎dtbe thoughts
Writtenby participantsinto
CategOries：（a）P壬IySicalviolence
（b）verbalviolence（e．g．，abuse，
person／staterelat dto violence
gun），（d）negativea鮎ct
disgusting），（e）positivea鮎ct
beaut血1），and（りtherestthat
the followl喝6
（e．g．，bit，Sboot），
insu軌（c）thin〆
（ ．g．，death，blood，
（e．gリunpleasant，
（e．g．，e‡七oyable，
didnot applyto
any of above－mentioned categories．Theconcor－
danceratebetweenthe tworaterswas89．4乳
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and tbe coe琉cient alpba ofconcordance
（Krippendorだ，1980）was．76．
When calcul誠ngtotalthouめts払r each
CategOry，WeCOuntedthethougbts that theraters
hadclassi鮎dsimilarlyas“one thought，”wbilewe
numberedthe tboughts thatthe
Classi鮎di鮎rentlyas“baは ofa
Other words，tbe女）rmermeantl
added，andthelatter O．5polnt．The
（b）and（c），Whichwere allrelated
ratershad
thought．”In
polntWere
totalof（a），
to violence，
WaS uSedas thenumber of aggressivethouglltS
（År）ぬrtbefollowinganalyses．
4酔cg才〃g柁αC才わタはR）ur kindsofscores were
Calculatedbasedon the studyof 馳kawa a三ユd
％shida（2001）：（a）Negativea＃ect（NA）wastbe
COmpOSiteaveragedscore of“disturbed，”“gloomy，
“如gbtened，”“uneas沸”“disgusted，”“depressed，”
“throbbing，”and“sad”；（b）bostilea鮎ct（HA）was
thecomposite averagedscore of“bate叫”“irritaト
ed，’‥‘annoyed，”“angry，”“hostile，”and“vexed”；（c）
empty－pOWerlessa鮎ct（EA）wastbecomposite
‖〃
averagedscore of“empt洪 VaCant，and“poweト
1ess”；and，（d）positiveaffect（払）wasthe
COmpOSite averagedscores of“re丘・eShed，”“缶ne，
and“happy”The coe琉cientCronbachalphas
Calculated
（negative
poweriess
Were Set
condition
ねr eachscoreinStudy 2were．81
a∬ect），．88（hostileaffect），．83（empty－
a飴ct），and．87（positive a鮎ct），Wbicb
Outin℃ぬ1e5．One partlClpantinthe
Of playlnga Violent video game払iledも0
answer theHA questions．
物sわg呼才cαg柁αC≠ゎが．Ⅶe calculatedthe
Automatic LabilityScore（ALS：Lace沸1956）of
each physiological reaction（systolicblood
pressure：SB‡ミdiastolic bloodpressure：DBIミand
pulserate：PR）．TheALSisa score whichcounts
theLow ofInitialⅥ11ues（LIV）aboutautonomic
response（Ⅶildeち1950），andisstandardized with
tbeaveragescore 50 andtbestandarddeviation
10．In this
baseline なom
beginnlngand
non－Stimulated
Study，WeCalculatedan average
two baselines（measuredat th
t壬Ieiastoftbisexperi王nent）asa
normalvalue，andemployeda
responseimmediatelya托er exposureto a video
gameas a stimulated value．
Aわ才sβ みgαSねβ乃 肋g Jβα和之曙 ねsゐ．Ⅵ屯
Calculatedhemean number andduration（sec）of
noiseblastspartlClpantSbad deliveredto the
COnkderateon the basisoftheir evaluationofthe
COnfederate’s5solutions・Ⅵ屯operationa11yde血ed
aggressivebehavioras thesum of standardized
SCOreS Ofboththenumberandduration，aftera
logarithmictransformationwas usedon duration
meaSure．
0肋βγ∽βαS誕柁S・Absorption，如n，d撼culty，and
ねmiliaritywere allslngle－item measures．One
participantinthecondition ofawatchingaontrol
Video gameね臼edto answer thequestions about
如n anddi放culty Tbreeparticipa乃tS，Who werein
theconditionof watcbinga controlvideogame，
WatCbinga violentvideo game，andplaylnga
Vioまentvideogame respectivel洪鮎1ed to answer
theねmiliarltyこ
陀esM托＄
壁〟gざガ〃邦ざα丘〃〟g陥‘お〃Gα椚g
The means ofabsorptlOn，如n，d雌cu触and
ねmiliarityabout video gameswere sbownin取ble
4・A2（game；COntrOlgameversus violentgames）
× 2（participation；WatChingversus playing）
between－Subjectsanalysis ofv訂iance（ANOVA）
WaS performedwi払 each oft壬1einaS tbe
dependentv拡iable．First，theresult aboutfun
indicateda slgn泊cantmain e鮎ct of partlClpation
伊（1，115）＝4．20，ク＜．05，及搭g＝1．22，月2＝．08）；
playlng Video games elicitedmore funslgnificantly
tbanwatchi喝them．Second，theresult about
d血cuityindicateda slgn泊cant main e鮎ct of
game（F（1，115）＝11，28，♪＜．01，朋苫g＝1．14，虎2
＝．12）；thenonviolent controlvideogame was
Slgn泊cantlymore d此cult tbantheviolet video
games．Tberewas noslgnificant main e庁ector
interactionon tbe absorption andねmiliarity
meaSureS．
Insum，itis properthatplaylngWaS mOre
amuslngねr partlClpantSthanwatchingsincetbe
video gameswere just“games．”Thereason that
thecontrolgamewas more d瓜cultwas thatit
WaS arailroad operation simulation game，Wbicb
requlreSa
In terms
participant
Slgnificant
condition．
relativelyhightechniqueto manlpulate．
Of ねmiliaritywitba game thata
WaS eXpOSedto，therewas no
di＃erenceamong eacb experimental
Concernlngabsorption，there alsowas
no slgn脆cantdi鮎rence betweenplaylng and
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℃lble4Means foreach condition ofa2（c ntrolgamevs．violentgames）Ⅹ2（watchingvs．
playing）
ControIGame Violent Games
Ⅵねtching Playing 鞄tching Playing Signi丘cance
AbsorptlOn
mn
D此culty
払milianty
3．30
3．44
4．00
1．22
4．00
3．90
4．80
1．20
2．76
3．36
3．40
1．69
3．42
4．04
3．60
1．63
b＊
a＊＊
SR
RI
GV
3．58
2．65
2．37
2．96
2．82
1．97
3．76
3．18
2．89
3．78
3．14
3．04
a車＊
a串
a＊＊
AT
NA
HA
EA
PA
ALSofSBP
ALSofDBP
ALSofPR
A】∋
．25
2．39
2．68
3．00
2．50
50．83
55．92
54．33
．47
．40
1．71
2．23
2．50
3．70
48．35
48．74
48，33
．05
2．25
2．58
2．49
2．95
2．47
49．53
49．37
49．14
．04
3，14
2．63
2．49
2．72
3．24
50．64
49．70
50．33
…．14
a＊＊
a＊
b＊＊
Abね．SR＝Stimulus－reaCtion；和＝rOle－identi丘cation；GV＝graphicviolence；AT＝＝ ggreSSivetboughts；M＝
negative a任ect；HA：＝hostile a＃ect；EA＝empty－pOWerless a鮎ct；払＝pOSitive a鮎ct；AB＝aggreSSivebehav oこ
Ontherightsignificanceline，ameanS aSl卯i鮎antmain e鮎ct ofgame，While“b”meansa signi点cant
main e鮎ctofparticipation（Therewas nosigni鮎ant
WatChing video games，
playlngdidnotlead
SynChronization with
game．Howeveちthere
Wbich might suggestthat
to more identi畠cationor
a character ofthe video
WaS amarginally sign泊cant
main e鮎ct ofparticipation（ダ（1，116）＝3．01，♪＝
．09，MSE＝2．56，点2＝．06）；playingsomewhat
tendedto absoぬpartlClpantSintothevideo game
WOrldthanwatching．
物j妙おα乃♂ゐ轡アのぶわ〝
The means of stimulus十reaCtion（SR），rOle－
identi茄cation（RI），andgraphicviolence（GV）were
Showninlもble4・A 2（game；COntrOlgame
VerSuS Violentgames）×2（participation；WatChing
VerSuS playing）be紬een－Suわjectsanalysis of
V拡iance（ANOVA）wasperformed with eacb of
themas thedependentvariable．Rrstl沸theresult
aboutSRindicateda slgnificantm in e触ct of
game（ダ（1，114）＝7．07，♪く01，朋苫だ＝．57，月2＝
・09）；Violentvideo games
bada signi缶cantlymore
remarkablef atureof stimulus－reaCtionthana
nonviolent videogame・Secondl）ちthe resultabout
鮎indicatedasignificantmaine鮎ctofgame肝（1，
115）＝5・68，♪く05，此防ぎ＝．52，虎2＝．05）；Violent
interactionon everymeasure）．＊頸＜．01，顎＜．05．
Video gameshada slgni茄cantlymore remarkable
由atureof role－identification
Video game．Lastl沸the result
a signi畠cant main e鮎ct of
13．95，♪く01，jはSE＝．72，月2＝
gameshada slgn泊cantlymore
thana nonviolent
aboutGVindicated
game（F（1，114）＝
．13）；Violentvideo
remarkablefeature
Ofgraphic violencetbana nonviolent video game．
In sum，Violentvideo gameswere more
Stiml血s－reaCtive，mOrerOle－identificating，and
more graphicin violencethana nonviolent video
gameinthistudyThatis，therewere di鮎rence
betweentbeviolent games andtbenonviolent
gamein terms of play styleandimpression．
Especiallyaboutimpression，itwas verifiedthat
Violent videogames usedinthisstudywere
literallymore graphically violent”thanthe
nonviolent game．
月選管デgぶざgγg乃〃曙始（G曙〃gggγg腰gαCgわゆ
The means ofaggressivetho11gbts（〟r）were
Sbownin 瀧ble 4．A2（game；COntrOlgame
VerSuS Violentgames）×2（participation；☆atching
VerS11S playing）be紬een－Su切ectsanalysis of
Variance（ANOⅥ1）wasperbrmed withAT as the
Shintaro恥kawaand恥jio恥shida：ViolentVideoGames71
dependentvariable．Theresultindicateda
Sign娩cantmain e鮎ct ofgame（F（1，116）＝21，33，
♪く01，朋苫g＝．4．39，月2＝．18）；Violentvideo
gameshadsigni鮎antlymore aggressivethouかs
thana nonviolentvideo game．Therewas neither
Sign泊cantmain e鮎ctof participationnor
interactionbetweengameandparticipation．
ノ聯cめ，g鮎αCgわ〃ざ
The means of ne卵tiveaだect（NA），Hostile
a鮎ct（HA），empty－pOWerlessa鮎ct（EA），and
positivea艶ct（払）wereshownin′指ble4．A2
（game；COntrOlgameversus violentgames）×2
（participation；WatChingversus playing）be紬een－
Su切ectsana王ysis ofv訂iance（AⅣ0Ⅵ1）was
per女）rmed witb eachofthemas thedependent
V肝iabie．Rrst，theresuit aboutNAindicateda
Signi魚cant main e鮎ct ofgame（ダ（1，116）＝5．35，
♪＜・05，肪だ＝．94，虎2＝．06）；Violentv deo games
elicited signi良cantlymore egative a鮎cttbana
nonviolent video game．Second，tbe result about
払indicated a slgnificant main e鮎ctof
participation（F（1，116）＝8．80，カ＜．01，鵬g＝1．84，
虎2＝，10）；playingvideo games elicited signi鮎antly
more positive a血ctthanwatchingthem．There
WaS nOSlgnificant main e鮎ctorinteractionon
theHA andEA measul二eS．
Insum，COnSistent withfunmentioned above，
＝
itis properthatplaylng gameS”wasmore
amuslng and pleasantわr participantstban
WatChingthem．On theotberhand，though the
Violent games andthenonviolent gamewere not
Slgni茄cantlyd招erent缶‾Om
a珪ect，tbe violent games
如ghtenlng，andisgusting
game・
物ざわ軸わαJ戯αCgわ乃ざ
Themeans ofALS
ALS ofPR were shown
COntrOlgame versus
（participation；WatChing
Subjectsanalysis of
each otherin positive
Were mOredistuぬingタ
than thenonviolent
OfSBBALS ofDBIミand
in7もble4．A2（game；
Violentgames）× 2
VerSuS playing）betⅥ7ee王1－
Variance（ANOⅥ1）was
perfor‡ned wit‡leaCb oftbemas thedepelldent
variable．Tbe resultindicatedthat th rewas no
Slgnificant main e鮎ct orinteraction of game and
partlClpation aboutphysiologicalreactions．
肋由♂腰ねざ踏β月蝕エgαデ乃み哲ゐざ丘搾gゐαγわ柑7
月g〟Cgわゆ
Themeans of aggressivebehavior（AB）were
Show■nin℃ぬ1e 4・A 2（game；COntrOigame
VerSuS Violentgames）×2（partic由ation；WatChing
VerSuS playing）between－S叫ectsanalysis of
Variance（ANOVA）wasperformed withAB as the
dependentv訂iable．Ther sultindicatedthathere
WaS nOSlgn誠cantmain e庁ect orinteractionof
game and participation abo11tthis ehavioral
meaSure．
鮎ぬfわ〃gぁゎα椚∂〃gα〝γα滋弛ざ
Zero－Ordercorrelations（Pearsoncorrelation
COe銭cients）among11variableswere presentedin
′払ble 5．Ifwelook at′指ble5 we Ⅵrillseethe
ぬiioⅥ・Sbelow（1）Boths imulus－reaCtionnd role－
identi鮎ationwere positivelyassociated with
grapbic vioまence．Especiall折Stimulus－reaCtionwas
positivelyrelatedto aggressivetboughts，While
rol －identi点cationwas p sitively relatedto nega－
ivea鮎ct・（2）Graphicviolencewas positively
linkedwitb aggressivethoug如s，乃egativeaだ ct，
andbostilea鮎ct，andwas negativelylinked witb
positivea＃ect．（3）Negativea＃e吐 Hostilea＃ect，
and empty－pOWerless aだectwere positively
COnneCted with each otheち andwere neg tively
COnneCted withpositivea鮎ct．（4）SBPwas
positively associatedwithDBR（5）Absorptionand
如n were positively relatedto each otheこTbey
W re pOSitivelylinkedto role－identification and
positive a任ect，弧d negativelylinkedto empty－
powerlessa鮎ct・（6）D此cultywas negatively
COrrelatedoねmiliarlty
Speakingof a causalrelationshipbetween
ねatu．resof video games and a鮎ctive，COgnltlVe，
physiologicalandbehavioralreactions，itseems
reasonabieto think thatstimulus十reaCtion mig王It
leadto aggressivethougbts，rOle－identification
mightieadtonegative a鮎ct，and grapbic violence
migbtleadto喝greSSive thoughts，negativea鮎ct，
andbostilea鮎ct．Additionallywe see丘・Om7もbie
5 that therewas apositive correlationbetween
role－identi虫cation and absorption．This suggests
thatsucha game featureas role－identification
und ubtedlyledtoident泊cationor synchronization
Witha character ofthe video gameinthis
experiment．
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7bble5 Zero－Order CorrelatipnsandAlphas：Study2
Ⅶriable Alpha 12 3 4 5 6 7 8 9 10 11 12 13 14 15
Absorption －
Fun
Di餓culty
4 Ⅰ屯miliarity
一
一
6
7
3
1 05
12 ．11 －．26紳
5 SR
6 RI
7 GV
2
0
1
6
6
7
07
．16
16
．07
23＊
．24＊＊一
02 －．01．05
05 09 ．00 ．07 ．26＊＊ ．34＊＊
9
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14
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AT
NA
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ALS ofSBP
ALS ofDBP
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1
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3
7
8
00
8
QU
00 －．02
－02 1．04
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00，01．08
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．00一．09
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．03
．13
．12
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．01
．05
－．03
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…．02
．03
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0S
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04
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341桓＊
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02
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－06－．06
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1
6
2
▲uU
6
9
1
0
1
1
0
0
0
1
一
一
一
一
一
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＊
＊
＊
＊
曳
l
QU
9
6
3
4
3
5
1
0
2
0
－．10
7
00
6
5
4
5
1
0
0
0
0
0
－
叩
．17 叩．02
－．03 －．15
．43率車
．41＊革
31＊＊
－22＊仙．18＊一．35帝＊
，04 】．10 －．02
－．01 00．16．07
－．01 ．12－．04
－．06 ．03…．15
09
．04
－．01
11
．63＊療
．00
00
…．03 －07 …．08
♪ゐね．SR＝Stimuhs－reaCtion；RI＝rOle－identi壬ication；GVニgrapbicviolence；〟r＝ag酢eSSivetbo11gbts；NA＝ne駒tiveafFect；HA ＝hostile a打ect；
EA＝empty－pOWerlessa血叶‡浪ニpOSitivea触ct；AB＝aggreSSivebehavionAlphasare s‡10Wn neXttO thenames ofv拡iables．Dashesirldicatethat
iとisa single－itemmeasure oritis nota simply－addedscore．ネ＊♪く．01，抄＜05．
腰gねガβ乃ざゐ勿ゐg如gg乃 Cゐα柑Cお油ガcざ 〆 α〝♂
rgαCgわ〃ぶわl少αき・dγんお〃gα椚どぶ
Ⅵね performedtbe forced
regression analyses with each of
Video gamesas the criterion
Characteristicsof video gamesas
Variablesin ordertoexaminehow
entrymultiple
reactiontoward
Variables and
theexplanatory
thecharacteris－
ticslinkwiththereactions．Such questions of
Video gamesas absorptlOn，如n，d此cult沸and
ねmiliaritywere alsoincludedin each modelof
thesemultiple regression analyses払r being
Statistically controlled．Theanalyseswer per－
わrmedseparatelyforeach condition of participa－
tion（watchingandplaying），Wbicbresuitswere
presentedi‡11もble6，
Therestllt ofhewatching condition，Whichis
the upper side of′指ble 6，reVealstilat（1）
Stimulus－reaCtionledto a ecreaseinegative
a鮎ct（β＝－．24，タ＜．05），and（2）graphicviolence
払cilitatednegativea鮎ct（β＝．62，少く01），empty－
powerlessa鮎ct（β＝．33，少＜．05），andag酢eSSive
behavior（β＝・33，♪く05）andinbibitedpos tive
aだect（β＝…．35，少く05）．Ontheotherhand，the
resultoftheplaylng COnditionon helowerside
Of 7もble 6shows that（3）stimulus－reaCtion
activated ag酢eSSivethought（β＝．36，♪く01），（4）
role－ident泊cationledto a ecreaseinpositive
a鮎ct（β＝仙・29，♪＜・05），and（5）grapbicviolence
enhanced aggressive thoughtand negative a鮎ct
（β＝．40and．50，少く01，reSpeCtively）．
Aboveall，aggreSSivethoughtsa cognitive
reactionwere activatedby stimulus十reaCtion and
graphic violence onlyintheplaylng COndition．
Negativea鮎ct was arousedby graphic violence
bothinthewatching and playlng COnditions．Most
importantly；aggreSSive behaviorwasねcilitatedby
graphic violence onlyinthewatching condition．
Additionally；inorderto examine whetherthe
pr setinternalstateleadsto喝greSSiveb havior
Or nOt，We per払rmedthe わrcedntry multiple
regression analyses with aggressivebehavioras
the riterion variable and cognitive，a鮎ctive，and
pbysiologlCalreactionsas tbe explanatoryvari－
ables．Thedatawas dividedintoeach condition of
participation（watchingandplay ）．Theresult of
anaiyses showedthat虎20fbothconditionswere
not statistically slgn泊cant・Hence，inthis tudy，
We COuldnotムnda slgn泊cantlinkbetweenthe
presentinternalstate（aggression－relatedcognit ，
a鮎ct，andarousal）andtheoutcome（aggressive
behavior）．
0蓬＄CU＄S書ON
Thepurpose ofthistudywas to
thee鮎cts of violent videogameson
a任ective，pbysiological，andbeb vioral
related withaggressionthrough taking
investlgate
COgnitive，
reactions
theplay
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瀧ble6 TheE鮫氾tSOn Cognitive，胞ctive，Physiological，andBehavioralReactionsrelated
WitbAggression‥Standardized払rtialRegressionCoe放cients（Beta）
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Ⅶatcbing Condition criterionⅥばねble
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Playing Condition criterionⅥ汀iable
Explanatory ALSof ALSof ALS。f
Ⅶriable AT NA HA EA 払 SBP DBP PRAB
Absorption
Fun
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SR 36＊＊
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♪わお・SR＝Stimulusィeaction；RI＝rOle－ident泊cation；GV＝grapbicviolence；AT＝aggreSSivethoughts；
NA＝negativea鮎ct；HA＝bostile a鮎ct；EA＝empty－pOWerlessa鮎ct；PA＝pOSitivea鮎ct；AB＝aggreSSivebe－
havioェ＊＊♪＜．01，＊少＜．05．
Style（stimulus－reaCtionandrole－identification）and
impression（graphicviolence andねntasyviolence）
Of violent video gamesinto consideration．鞄also
investigatedth e鮎cts of partlClpationin video
gamesby dividingpartlClpantSintotw（）grOupS：
WatChing groups and playlng grOupS．Ⅶe will
discusstheresults obtained打om thisresearchin
thelightofthese purposes．
監鞄c毛＄0官v妻0！e門奄vきde¢game＄
Theresultsofthistudy revealedthatviolent
Video gamesincreased aggressivethou htand
negative a鮎ct．This resultis almost consistent
Witbthepredictionby GAMabout hepresent
internalstate：“reCenteXpOSuretO Violent media
Can CauSe Shorトtermincreasesinaggression
I
throughitsimpacton apersons presentinternal
State，repreSentedby cognitive，a任ective，and
arousalvariables”（Bushman＆Anderson，2002，p．
1680）．Howeveちphysiologicalreactions and
aggressivebehaviorwere notincreasedby violent
Video games．Thus，
Hypotbesisl．
The reason why
Slgniムcantinfluence
mightbe problems
theresults partly supported
Violent video gamesbadno
On physiological reactions
Ofindividualdiだerenceand
measurement．Genera11yspeaking，tbereisan
acute digere王1Ce betwee王Ii王1dividuaユsconcernユng
physiologicalreactions．Tboughwe calculatedhe
ALS becauseoftbisdiだerence，WeCOuld not畠nd
thesigni鮎ant e鮎ctson p壬1ySiologlCalreactions．王n
addition，We eXClusively measuredhemodynamic
（cardiovascular）parametersas autonomic arousal
Onlyatt‡1e threepointsintime：at the beginnlng
andthelastofthisexperiment，andimmediately
a氏er exposureto a video game．Tben，intbe
如ture，We Otlgbtto retestthe e庁ectson
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physiologicalreactionsby successively measurlng
the other parameters suchas respiration and
electrodermalactivity（EDA）．
On the otherhand，thereason
Significant e鮎ctson aggressivebehavior
tbatthe higher－1evelcontrolprocesses
On OutCOmeS．InGAM，Andersonand
for no
mightbe
activat d
Bushman
（2002）notethat’∴．，ther sultsなomtheinputs
enterintotheappraisalanddecisionprocesses
through theire庁ectson cognition，a鮎ct，and
arousal．…The
outcomes of thesedecision
processestbemselvesdetermi‡letb finalactionof
tbe episode”（p．40）．
generally regardedas
bebaviorand strongly
Especially，inJapan，
Aggressive
a negative
restrainedby
aggression
towardotbersis consideredto bea
becausecalm and modestyare
VirtuesforJapanese．W∋tbinkthat
may be
whichis
gOVernlng
（Nitobe，
b havior is
or antisocial
socialnorms．
a d violence
Shame鮎1act，
the greatest
hesevirtues
groundedon the so－Called‘冶〟S如ゐ，”
ざα桝び和才ethics andthesoulofJapan
thebehaviorofJapaneseunderlyingly
189針2001）．Inpasttimes，itwas
neCeSSary
minded．It
contributes
ねct，the
払r thesα椚㍑和才to be always noble－
iscertainthat tbeざα桝αγα才’5β㍑ざ如（わ
to themodernJapanesementalityIn
CrOSS－Culturalstudyaboutinterpersonal
COn凸ictsbetweenJapaneseandAmericans，Which
WaS COnductedby Obbucbiand′mkahaslli（1994），
demonstratedhat“aparticularly strongtende cy
to avoidcon鎚ctwas foundamongJapanese
Su切ects，Whowere motivatedby boththeirdesire
to preseⅣe relationsbips andtheirperceptions of
Sharedresponsibility”（p．1345）ascomparedto
Americansu切ects．Tbisstudy alsodemonstrated
thattherewas no statisticallys唱n泊cantlink
betweentbe presentinternalstate（cognition，
a鮎ct，andarousal）andtheoutcome（behavior）．
Thus，thereisa possibilitythatparticipantsmight
haveinhibitedheiraggressivebehaviorstrictly
eveniftheywere purely stimulatedby s veral
experimentalmanlpulationsinthe
血turestudies，WemuSt doan even
examinationof how the appraisal
prOCeSSeSOperateOn aggreSSive
COnSiderationofcultural払ctors（e．g．，
1aboratory．In
more detailed
and decision
b havior in
Bond，2004）．
E抒ec奄＄0官刑ay＄毛y‡e
The present study showedthat，aSforthe
game featureof role－identification，itinhibited
positivea鮎ctonlyintheplaylng COndition．Ithad
noimpacton other reactionsbotbinthewatcbing
and playlng COndition．Practically stimulus－reaCtion
ratherthanrole－identification elicited aggressive
tboughtsin theplaylng COndition．Thus，these
resultsdidnot supportH叩Othesis 2，Wbich had
predictedhatgreaterdegreeof role－identiムcation
leadsto a greaterincreasein喝酢eSSion．鮎tera11，
thedatainthis tudy servedto strengthenthe
ねct tbatthevery stimulus－reaCtiontypeof games
as usedたequentlyinprevious studiesねcilitates
aggression－related托aCtions．
Itispossiblethat ther sults ofthis tudy
dependedon whetherthe highercontro11ing
processes activatedor no ．Wbhadinferredthat
Video gamesthatcaninducea deeperlevelof
involvementwiththemediaworld（i．e．，gameS
thatcaninduce easyident泊cationor synchroniza－
tionwiththecbaracter）increaseagg s ion．Then，
therole－ident泊cation
beenexpectedto be
reactions．Actuallyln
stimulus－reaCtionwas
tion．Ⅵ屯shouldnot
由atureof video gameshad
relatedto aggression－related
COntraSt，the otherねature of
linkedtoaggressive cognト
1eapto a concltlSion，but
t払eseresults ofthisstudyimplytbatrole－
identificationseems to bringplayersa margln
enougbto consider and controltheirown states
and reactions．Itisbecausetheycan thinkand
Selectthebebaviorftbecbaracter attbeirown
pacesintberole－identi丘cation games・Accordingto
GAM，the higher－1evelappraisalanddecision
processes withmoralreasonlng andjudgmentcan
a鮎ct p托Sentinternalstatesinteractivel沸aSWell
as actualovertactions（Anderson＆ Bushman，
2002，p・40－41）・Inthisstud沸thereislikelytobe
a marglntO appraise and regulatetheplayers
OⅥ1aggreSSion－relatedre ctions su放cientlyln the
role－ident泊cation games・Ontheotberhand，itis
possiblethatstimulus－reaCtionmay increase
喝g托SSive cog山tionbecauseofnotimeenoughto
re鮎ct theplayers’own reactionsduringplaylng・
Itis becauseplayersmust re鮎Ⅹively shootdown
andkillenemiesthatappearone a托er anotheェIt
Willtbusbe necessa叩infuturestudiesto
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examinethe higherprocessesto controland
regulate reactionsa托er exposureto violent video
gameS・
E恥c臨0官Imp柑＄Sio門
Thisstudydemonstratedbatgraphic violence
increasedaggressiveb haviorinthe watcbing
COndition・Grapbicviolence also elicited negative
a鮎ctbothinthewatchingand playlng COndition，
and activatedggressivethoughtsin theplaylng
COndition・TheseresultsalmostsupportedHypothe－
Sis 3・Howeveちin the playlng COndition，
喝酢eSSivebehaviorwas notねcilitatedby grapbic
Violence．
Ⅶら can not determinethereason precisel沸
b－ユtberemightbetwo possibilities regardingthis
result・Oner asonistbatplaying grapbic violent
Video games made peopleぬelm re sense of
disgustand resistancetowardactualuse of
Violencethanwatchingthem．Itwas ねund that
graphic violence缶cilitatedbothnegative a鮎ct and
aggressiveb bavior
whileit ねcilitated
Slgni負cant e鮎ctson
playlng COndition．
tbemselvesin the
experienced grap壬Iic
exはemely crueland
in the watching condition，
negative a鮎ct withno
aggressivebehaviorinthe
Playersprobably
去ctionalworldand
Violence，Wbicb
realisticimagesof
andmonsters gushingbloodand wdthing
involved
Virtua11y
COntains
ZOmbies
inpaln．
It appearedthat theyI勺Oyed piaylng
violenceinthe“virtual”worldbuttben
employlng Violenceinthe“real”Ⅵ）rld・
酢ap壬1ic
hated
Other－
Wise，this resultlooks asif somethinglikea
Cathartic e任ectbadoccurred．Virtually experienc－
1ng graphic violenceislikelyto promptus to
release and express anger and丘■uStrationthatⅥ7e
ぬelin our reall血．Iftbisexpressioninthe
harmlessvirtualworld canleadto a feelingof
reなesbment，酢aphic violent videogamesmight
appearto providea catbartic e鮎ct．Howeveちin
tbeplayl喝 COndition，itwas not hatgrapbic
Violencedecreasedaggressiveb ilaViorand
increasedpositive a鮎ct．In鮎turestudies，We
needto pay more attentionto thee鮎cts of
playlng graphic violenceon aggressivebehaviorin
termsofa feelingofdisgust towardre lviolence
Or relief缶omdailyなustration．
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監鞄c臨0菅野ar亀毒cipa毛ion
As aresult ofthis study，playlngVideo games
increasedonly positive a血ctmore thanwatching
them・Ås 女）raggreSSionィelated
WaS nOt eVeninteractione鮎ct
games and participation．This
SuppOrtIiypothesis4．Thatis，
reactions，tbere
betweenvideo
resultdid not
theeffects of
Violent videogamesdidnot make
di鮎renceinaggression accordingto
peoplewere exposedto tbem．As
the resultwas consistentwith
a signi丘cant
thewayhow
it tur王1edout，
the previous
Studie＄，CooperandMackie（1986）andGraybillet
al・（1987）・Accordingto払isconsistenc折Wemight
肝riveat a transientconclusionthatparticipation
perhapshasno efFecton aggression andtbe no
relationto GAM．But participationisthemost
distinctive featureof video games．Ⅶemust
COntinueto examinethee鮎cts of partlClpation
throughimprovlngreSearChdesignand method．
Oneimportanthingis tbatpl ylng Video
gamesincreased positive a鮎ct andfun．Ina word，
playlng Video gameis purely amuslng and
entertainlngわr players．∬so，playlng“Violent”
Videogames also willbeamuslngand entertaining
likeothers．Ⅶecan guesstbat themajorreason
ねr thepopularity of violent videogames maybe
t壬1at 七三1eyprOVideconsumers Ⅵ′ith
achievement and reliefby escaplng
絶aranddange】二Sucbgamescan also
ねeiingof re良一eshmentbylettlng
expresstheirangerandたustrationin
由elingsof
なom crises，
engendera
the player
a harmless
Virtualworld．Thef elingof achievement and
reたeshment obtainedなom playlng Violent video
games，1ikea cathartice庁ect，isthereforelikelyto
be a prlmary mOtiveforplaylngthem．Altbough
previous studiesわcused onlyon feelingssuchas
bostility；anXie籾ddepression，如tureresearch
Oughtto paymore attentionto therole ofpositive
aだect when players virtua11y experience violence
in the fictionalworld．
Conc暮usions
The purpose ofthis tudywas to examine
thee任ects of violent video gameson ag res ion．
The results revealedthatviolent video games
increasedaggressivetboughtsand negative a任ect，
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but not physiolo由calreactionsand aggressive
behaviormore tbana nonviolentcontrolvideo
game．Besides，Wedid focus thee庁ects of game
types（playstyleandimpression）andparticipation．
The：mainresults sbowedthat：（1）aggressive
tbougbtswere activatedby stimulus－reaCtion and
graphic violence onlyintbeplayingcondition：（2）
negative a庁ectwas arousedby grapbic violence
bothinthewatching and playingconditions：（3）
aggressiveb haviorwas ねcilitatedby graphic
Violence onlyinthewatching condition．
Ⅶe could providetbreesuggestionsor
prospects．First，tbereislikelyto be a higheト
1evelappraisalanddecisionprocesses regulating
aggressivebe‡laVioron thestageof outcomesor
On playlng rOle－identification games．恥wouldlike
to focusattentiont investigate thehigher－1evel
processesinmore detailespeciallythrough
Culturalperspectives．Second，therealso migbtb
a somewhat qualitatived 鮎renc betweenobseⅣ－
1ng and experienclng graphic violence・”More
COnCretel沸it maybe possibleto say that
experienclnggraphic
increase but decrease
aggressivebehaviorf
the involvement in
becomes deepeちth
Violencecan not always
（o ‡1aVenO efkctson）
players．PutdifFerentl沸aS
the ムctionalmedia world
eだects of graphic violence
mightnot simplybecomestrongerbutalso change
inqualitぅ乙鞄mustexamine whethertbeessence
Ofthee触ctsisinfactaねeling ofdisgusttoward
realviolenceor relief鉦om daily 丘・uStration．
Lastl沸We muSt eXaminethehabitual（repeated）
piaying of violentvid o gamesin orderto払11y
Verifytheprocess presentedby GAM・Thistudy
dealtwitbtheshorトterm e庁ects of violent video
gamesonlyHoweveちthe featureofplaylng Video
gameis habituation（Braun＆ Giroux，1989；
Gr雌ths＆Hunt，1998）．Besides，itusuallytakes
along timesuchas a week or a month女）r
playersto払ishrole－ident泊cation gameslikeRPG
andARR Accordingto GAM，thisrepeated violent
game playlngislikelyto reinfbrce aggression－
relatedknowledgestructuresin playersand
desensitizeplayersto aggressionr violence，
Whichwillねcilitateaggr ssivebehaviorina slngle
episode（Anderson＆Bushman，2002；Bushman＆
Anderson，2002）・Itwillthusbe necessaryin
如turestudiesto examinetbee鮎ctsoflong－term
repeated playlng Ofviolent video games・
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Appendix Problemstobe SolvedintheLearninglもsk
ProblemsglVentOParticipantsintheProvocation Manipulation
1 Ⅶhatwouldyou dotoraisetherecord oftbedooトtO－doorsales ofsomehealthimprovlngequlpmentS？
2 Wもat doyou tbinkisan e鮎ctiveway forJapanesetoimprove theirEngl shkills？
3 Ifyouwere anelementary schoolteacheちWhat sbouldyoudotoremove bullyinginyoursc壬1001？
4 Ifyouworkedfora clty，What shouldyoudotolet tbecitizens oftbe cityk eprules about collection
Of garbageby吋pe？
5 What doyou thinkisan e鮎ctivemeasure toease acrowded cakteriain a11niversityatnoon？
ProblemsandSolutionsglVentOthe Conぬderatein the Measu托mentOfAg酢eSSiveb havior
1 Whatwouldyou dotoattract many customerstoaninconvenientlylocatedsupermarketトLauncha
bigadvertisingcampalgn．
2 Ⅶhat doyou tbinkisa goodideatohelpwomen towork with childcareトHasbandand wife share
tbeirbotlSeWOrk．
3 Whatdoyouthinkisane鮎ctivemeansnottolosetbewayduringthetriptoastrangeplace？－
Havea map．
4Ifyouwereanorganizerofanew－yearparty；Whatshouldyoudotoletparticipantsbepunctualbr
tbeparty？一円nethem女）rbeinglate．
5 肌atdoyouthinkisan e鮎ctivemeasuretodecreasetra鮎accidentsトStrengthenpenaItiesfortra五c
violations．
